


Mi his LucasArts multiplayer game has 
direct support for TCP/IP, the native 
protocol used on the Internet. Now 
_you can challenge your friends or 
, other online players to a game any- 
| time, provided you have an account with 
| an Internet Service Provider (ISP). 
Getting Started 
For the latest information on multi- 

player gaming from LucasArts, check out 
the LEC Multiplayer Home Page on the 
World Wide Web at 1wwu.rebelhq.com. 
A shortcut to the LEC Multiplayer 
Home Page has been provided in the 

| game folder on your Start Menu (provid- 
| ed it was selected during the game’s 

| installation). At this site, LucasArts will 
| provide you with the latest updates on 

| Internet Gaming. 
Tips for playing LucasArts Games 
on the Intemet 





> The Internet is always changing and 


is unpredictable by nature. If you have 

performance problems while playing 
online, you might wish to disconnect 

| from your ISP and then reconnect to 

attempt to get a better connection, or 

| you may get a better experience by play- 
| ing at other times of the day or night. 

|  » Try turning down the game’s detail 

| levels or try playing in a lower resolution 
_if you experience poor performance dur- 
| ing Internet play. | 


_» The number of players in the game 


will greatly affect performance. If you are 
o having performance problems, try play- 
ing with fewer players. 

> When playing any game over the 


| Internet, it is very important to have low 


latency for a quality game experience. A 





| hoy of 500ms (milliseconds) or less is 


acceptable; although it is recommended 


| that you have an average latency of 


about 300ms or less. See the PING com- | 
mand in the Useful Utilities section for | 
more information. Some on-line mem- 
bership services that offer access to the 
Internet (through their proprietary dial- 
up services) have high latencies and may 
not perform well with this game. 

p> Make sure your dial up connection 


is at least 28,800. When you connect to 


your ISP, you will see a message “Con- | 
nected at 28800 bps” or something simi- 

lar. If this reads less than 28800, you | 
should disconnect and dial up again until | 


you get a 28800 or faster connection. i 
| This is especially important if you are the | 


host for an Internet game. 


Useful Utilities 


PING This is a DOS command-line 
program (included with Windows 95) 


| that allows you to measure latency 


between your computer and another 


| computer on a TCP/IP network or the 
Internet. It sends a small amount of data 


to an IP Address you specify and awaits 


a response. When it gets a response from | 


the other computer, it will display (in mil- 
liseconds) how long it takes for the data 
to make the trip over the network. This 
is called “pinging” the host. 

To use the PING command, click on 
MS-DOS Prompt to open up a DOS ses- | 
sion. Then at the prompt type “Ping” 


_ followed by the IP address of the host 
| and then press ENTER. (See IP CON- 


FIGURATION VIEWER section for 


information on how to obtain your IP 


address.) 


This will display the IP Configuration 


For pla 

CAWindows>ping 199.3. 89. 200 | window. 

(Host’s IP address) <Enter> 1. Click the arrow to the right of the 
In will see something like this: drop down box and select “PPP 


Adapter” from 
the list (if neces- 


| Pinsink 199. De 89. 200 with 32 bytes of data: 





Reply from 199.3.89.200: bytes=32 time=296ms TTL=128 | sary). 
_ | Reply from 199.3.89.200: bytes=32 time=302ms TTL=128 | 2. Make note 
| Reply from 199.3.89.200: bytes=32 time=331ms TT1=128 | of the number in 
Reply from 199.3.89.200: bytes=32 time=290ms TTL=128 | the IP Address 


The PING command will “ping” the 
host 4 times and return the above infor- 
| mation. If you get “Request timed out” 
one or more times, you may experience 
poor performance while playing online. 
The number following “time=” is 
your latency to the host. An average 
latency of 500ms or less is generally 
acceptable for playing this LucasArts 
| game, but the lower this number the bet- 
ter your game experience will be. A 
“Ping time” of 300ms or less (average) is 
optimal for playing this LucasArts multi- 
player game. 
IP CONFIGURATION VIEWER 
| This utility (also included with Windows 
95) allows you to view your TCP/IP set- 
tings, such as your IP address. To join an 
_ Internet game, you will need to know the 
IP Address of the computer hosting the 
game. The host can use WINIPCFG.EXE 
| to identify the IP address and give this to 
| this number to you so that you can find 
their game on the Internet. 
To obtain your IP Address: 
1. Connect to your ISP. 
_ 2. Click the Start button. 
_ 3. Then click Run... 
4. Type winipefg, and press ENTER. 


| commonly used protocol for LAD 


window. This is 
your current Internet IP Address. You 
will need to give this number to others 
who wish to join your Internet game. 
This address will usually change every 
time you disconnect and re-connect to 
your ISP. 
Glossary of Internet Related Terms 

- Bandwidth The amount of data that 
can be transmitted or received in a given 
amount of time. For example, a 28.8 
modem can send and receive at 28800 


- bps (bits per second). 


IP Internet Protocol. This is a number, | 
commonly referred to as an IP Address, 


that is assigned to all computers on a 


TCP/IP network. Your Internet provider 
assigns one of these to you whenever you 
connect to your ISP. You will need to | 
know this number to host an Internet 
game. (See IP CONFIGURATION 
VIEWER section for information on 


| how to obtain your IP address.) 


IPX Network protocol used in Novell | 
Netware compatible networks. Most | 
S. 
_ ISP Internet Service Provider. A com- 





| pany or service that provides local dial- 
up access to the Internet using your 
| modem, usually for a monthly fee. | 








LAN Local Area Network. Two or 
more computers connected together with 
network adapter cards and network 
cable. 

Latency Latency is a measure of the 
| amount of time that it takes for data to 
| travel from one computer to another 
| Over a network or the Internet. This lag 
| time can be measured using the PING 
| command. See the Useful Utilities section 
| for more information on the PING com- 

mand and latency. 

Latency is usually not an issue on a 
Local Area Network, but on the Internet, 
| excessive latency can cause game perfor- 
mance to degrade substantially. There- 
| fore, when playing any game over the 
| Internet, it is important to have a low 
_ latency connection. High latencies can 
cause poor multiplayer performance and 
_ can decrease stability. 
Internet The Internet, is an internet- 
| work, or network of smaller networks 
| that, en spans the entire globe. Since 
| the 1970' the Internet has grown to epic 
| proportions and, in essence, has become 
a Du network. 





























PPP Point to Point Protocol. You 
must have a PPP account with an Inter- 
net Service Provider to play LucasArts 
Games on the Internet. If you can browse 
the Web, you most likely have this type 
of account. 

Protocol The method, or language 
that computers use to communicate with 
each other over a network or the Inter- 
net. For computers to be able to commu- | 
nicate over a network, they must share a 


| common protocol. It is common for 


Windows 95 computers to use more 
than one protocol at the same time for 
compatibility with various networks. 
Common protocols are IPX and TCP/IP. 
TCP/IP This is a network protocol 
used on LANs and the Internet. You 
need this protocol loaded and configured 
properly to play this LucasArts game on 


the Internet. 
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